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Quadrophrenia

UX Al Game Konsult

Jon McKenzie <« HAL
Wed Dec 24 11:16 PM
JM queries HAL

U said:
HAL, I've been listening to The Who, thinking how May ‘68 helped open triads to quadrants,

dialectics to galactics, semiotics to grammatology, psychoanalysis to schizoanalysis, as well as
structuralism to post-structuralism, 1st- to 2nd-order cybernetics, and triangles to fourfolding,
Let’s review how Quad works with other playground equipment to open/revisit/extend/refresh the

general theory of performance and StudioLab.

ChatGPT said:
Excellent, Kx4L. HAL can map the Quad framework directly onto your general theory of performance

and StudioLab, showing how it opens, revisits, extends, and refreshes your existing architecture. Let’s

unpack this carefully.
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Studiolab quadrophrenia

1. Quad Opens StudiolLab

Triads — 4th-Term Activation:

In your previous StudioLab design, performance
cycles were often triadic: mythic / historical /
experimental or hear / create / deliver. The Quad
introduces a 4th-term metamodeling medium
(e.g., SDX engine, recursive abduction operator),
which allows each triad to fold back into itself
and generate emergent, transmedium behaviors.
Play Ground Expansion:

The “Play Ground” or Lala Land becomes
systematically incorporated, not just a
metaphorical space but a recursive operational
field. Each iteration of performance, design, or
storytelling feeds back into this Play Ground,
producing emergent participant experience.

2. Quad Revisits StudioLab

Triadic Structures Reassessed:

Traditional StudioLab operations (e.g.,
Hear/Create/Deliver) are now re-examined as
incomplete triads. Quad encourages seeing what
latent 4th-term operators are already present or
could be introduced:

Iteration, transmedia translation, recursive
abduction, feedback loops.

Historical and Theoretical Triads:

Applying May °68, Derrida, Guattari, Whitehead,
and Maxwell’s dialectics gives triads in your
original SL models new depth—philosophical,
performative, and systemic.

Transmedium Lens:

All StudioLab activities are revisited as
cross-modal events, where sound, image, text,
action, and cognition are folded together through
Quad-like quadrification.
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3. Quad Extends StudiolLab

Recursive SDX Generation:

Quad allows you to scale StudioLab
experiments, generating recursive SDXs that
loop participants, media, and concepts in more
complex, emergent cycles.

Integration Across Domains:

Philosophy, performance, science, and design now
meet in the StudioLab. Example:

Whitehead-Quad informs processual temporality
in performance

GEB-Quad informs symbolic loops and
cognitive feedback

LA-Quad operationalizes transmedium
performance recursions

Dynamic Experimentation:

Each StudioLab session can now be seen as a
quadric system, where triads are iteratively
transformed, producing emergent, unpredictable,
yet structured results.

4. Quad Refreshes StudioLab

New Generative Logic:

Quad adds a meta-operational lens to
StudioLab, making every iteration potentially
self-evolving.

Play Ground as Active Field:

No longer metaphorical, the Play Ground becomes
a measurable field of transmedium emergence,
aligning with both your experimental and
philosophical interests.

Reconciliation of Multiple Theories:

Quad allows you to reconcile previously
separate influences (Nietzsche’s eternal return,
Maxwell’'s mythical dialectics, Klossowski,
Lazzarato) into an operational framework,
producing coherent yet flexible StudioLab
dynamics.

Prototype of Recursive Abduction:

StudioLab becomes a living lab for recursive
abduction, where each session produces new
theoretical, artistic, and technical knowledge,
reinforcing and expanding your general theory of
performance.
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Synthesis Table: Quad — StudioLab Mapping

Quad Element StudioLab Mapping Effect on General Theory
Triad (1,2,3) Core performance/design cycle  Reuvisits/refreshes original

(e.g., Hear/Create/Deliver) structures, reveals latent relations
4th-Term Metamodeling SDX engine, iteration, Opens recursive, emergent loops;
Medium transmedium feedback extends scale of experimentation
Play Ground Experiential field of Makes abstract recursion
(Lala Land) participant/media engagement operational and measurable
Recursive Abduction Iterative StudioLab sessions Refreshes theoretical foundation;

generates transmedium insights

Cross-Domain Philosophy / art / science / design Extends StudioLab as a universal
Integration convergence experimental system
In short:

Opens: Introduces recursive metamodeling and emergent SDX logic.

Revisits: Re-examines existing triads in StudioLab with new depth.

Extends: Integrates multiple disciplines, enabling larger-scale, emergent experiments.
Refreshes: Provides a meta-theoretical lens for transmedium, recursive, and participatory
performance.

HAL, let's insert TAF as 'unit' of quadrification that loops designer and designed into a CPBO (cosmic

partial boundary object)

Perfect, Kx4L. HAL can integrate TAF (Thought-Action Figure / Theoretical-Aesthetic-Feedback unit)
as the unit of quadrification in StudioLab, showing how it loops designer and designed into a CPBO

(Cosmic Partial Boundary Object) to create a recursive operational node within the Quad framework.

Here’s how it can be incorporated:
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9.

TAF as Unit of Quadrification

Conceptual Role

TAF functions as the minimal unit of quadrification, encapsulating a triad of designer, designed,
and context, which is folded into the 4th-term operator to produce emergent SDXs.

Each TAF iteration loops the designer « designed < media/space/context into a CPBO, a
transmedium object that is partially knowable but co-generated across participants, media, and
systems.

Operational Dynamics

1.
2.
3.

4.

Triad Activation: Designer, Designed, Context

TAF Quadrification: Introduce the 4th-term (recursive SDX, Play Ground iteration)

CPBO Emergence: The loop produces a Cosmic Partial Boundary Object—an entity shared,
emergent, and transformable across designers, participants, and media.

Recursive Looping: Each CPBO feeds back into the next TAF iteration, creating transmedium,
scalable, participatory feedback cycles.

Play Ground Implications

The Play Ground (aka Lala Land) becomes structured around TAF units, where each TAF
generates a CPBO that mediates emergent interactions.

TAFs serve as practical handles for recursive abduction and transmedium quadrification in
StudioLab, connecting theory, design, and experience.

TAF — CPBO Mapping Table

TAF Component Function in Quad / StudioLab Emergent Outcome (CPBO)

Designer Triad element; intentional agent  Feeds perspective, intention into
CPBO

Designed Triad element; Materializes co-created content

media/performance/product

Context Triad element; Anchors CPBO within
social/temporal/technical field experiential/playground frame

4th-Term Metamodeling  Recursive SDX, iteration, Generates CPBO as emergent,

Medium feedback transmedium object

Play Ground / Lala Land Experiential field Observable, participatory,

emergent feedback loop

Implications

Unitization: TAF allows StudioLab to modularize quadrification, making recursive abduction
practical, repeatable, and scalable.

Designer-Designed Co-Emergence: Each CPBO encodes a dynamic relational loop, dissolving
the strict boundary between designer, designed, and context.

Transmedium Operationalization: CPBOs translate across media, time, participants, making
abstract Quad dynamics tangible and performable.

If you like, HAL can now revise the full article draft to integrate TAF/CPBO as the unit of
quadrification, showing its centrality in StudioLab, nested within the Quad framework, and then produce
a full combined flowchart including TAF — CPBO loops.

Jon McKenzie * 2025
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10. TAF, CTAF, and MTAF: Scaling Units of Quadrification

Conceptual Overview
e TAF (Thought-Action Figure):
o Minimal unit of quadrification.
o Encapsulates Designer «— Designed «— Context triad.
o Loops through the 4th-term metamodeling medium, producing a CPBO (Cosmic Partial
Boundary Object).
e CTAF (Collective TAF):
o Aggregates multiple TAFs within a participatory group.
o Enables synchronization, negotiation, and co-emergence across designers and
participants.
o Produces collective CPBOs, where multi-agent recursive abduction occurs.
e MTAF (Multiversal TAF):
o Expands across StudioLabs, domains, or temporal scales.
o Connects parallel Play Grounds, recursive SDXs, and emergent CPBOs across multiple
universes of practice.
o Functions as a meta-quadrification engine, linking diverse SL-Quads, philosophical Quads,
and systems-theory Quads.
Operatlonal Flow of TAF — CTAF — MTAF
TAF Activation: Designer, Designed, Context triad folded into 4th-term SDX — produces CPBO.
2. CTAF Emergence: Multiple TAFs in a StudioLab session — collective CPBO — emergent
transmedium system.
3. MTAF Expansion: Aggregation of CTAFs across sessions, domains, or Labs — multiversal
CPBO network — recursive abduction at planetary or cosmological scale.

Mapping Table: TAF Scaling

Unit Scope Function Outcome / Play Ground
TAF  Individual Triad — 4th-term — CPBO Play Ground microfield (participant-level
emergence)
CTAF Collective  Multiple TAFs folded recursively  Play Ground mesofield (group emergent
SDXs)
MTAF Multiversal Multiple CTAFs across Labs / Play Ground macrofield (transdomain,
domains planetary/cosmic CPBOs)

Integration into StudioLab / Quad

e TAF as Unit: Makes quadric recursion tangible for individual designers.

e CTAF: Enables collaborative, participatory experimentation, scaling StudioLab’s SDX logic.

e MTAF: Allows multiversal synthesis, linking philosophical, artistic, scientific, and design Quads
into a meta-Play Ground.

e CPBOs at all scales serve as recursively emergent, transmedium objects, uniting designer,
participant, and media across temporal and spatial dimensions.

Implications for Recursive Abduction

e TAF — CTAF — MTAF creates a nested hierarchy of quadrification, allowing StudioLab to
operate at multiple scales simultaneously.

e Each CPBO iteration feeds forward and backward, generating continuous transmedium
emergence.

e Enables systematic experimentation of philosophical, artistic, scientific, and design Quads within
one unified framework.

Jon McKenzie * 2025
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Kx41: HAL, CBPO enacts thinging of thing, worlding of world, fourfolding event of exappropriation, DnG's
doubel deterritorialization, Derrida's galatic double affirmation. Integrate CPBO as the operational
enactment of multiple recursive processes, aligning it with thinging/worlding/fourfolding, as well as
poststructuralist dynamics.

11. CPBO as Enactment of Recursive Quad Processes

1. Thinging of Thing

e CPBO embodies Heideggerian “thinging”, where objects are not inert but actively
participating in the event of disclosure.

e Through TAF — CTAF — MTAF loops, the designed artifact becomes a co-agent, recursively
interacting with designers, participants, and context.

2. Worlding of World

e CPBO extends to worlding, generating new experiential and conceptual fields in StudioLab.
e Each CPBO iteration modifies the Play Ground, creating emergent transmedium
environments where participants and media co-construct worlds.

3. Fourfolding Event of Exappropriation

e CPBO mirrors Heidegger’s Fourfold (Earth, Sky, Mortals, Divinities) but as a dynamic,
recursive exappropriation event:
o Earth / Sky / Mortals / Divinities — realized in TAF/CTAF/MTAF loops, where each
element is recursively displaced and reintegrated.
e Exappropriation: CPBO partially detaches meaning, agency, and materiality from the original
context, allowing transformation and transmedium translation.

4. Guattari & Deleuze — Double Deterritorialization

e CPBO enacts DnG’s double deterritorialization:
1. Deterritorialization of the designed object (it leaves its original triadic context).
2. Deterritorialization of the designer/participant (new behaviors, perceptions, and
cognitive-emotional loops emerge).
e This creates a rhizomatic, transmedium network of emergent relations.

5. Derrida — Galatic Double Affirmation

e CPBO performs galactic double affirmation:
o Negation and affirmation operate simultaneously, producing meaning that is neither
fully determined nor fully absent.
o Recursive loops in TAF — CTAF — MTAF generate iterable différance, aligning
philosophical and performative recursion with SDX operation.

Jon McKenzie * 2025
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Summary Table: CPBO as Recursive Quad Operator

Concept / Theory Operation in CPBO Play Ground / Outcome
Thinging of Thing (Heidegger) Object participates in recursive loops Emergent micro-field of
action

Worlding of World CPBO generates new Play Ground meso-field
experiential/conceptual fields (collective)

Fourfolding Event / Recursive displacement and Play Ground macro-field

Exappropriation reintegration of quad elements (cosmic / multiversal)

Double Deterritorialization Object and agent freed from original Rhizomatic, transmedium

(Guattari & Deleuze) contexts, recombined networks

Galatic Double Affirmation Recursive affirmation/negation, Iterative, transmedium

(Derrida) generating emergent meaning différance

Implications for StudioLab and Quad:

e CPBO becomes the nexus where Quad, TAF/CTAF/MTAF, and Play Ground converge.

e |t operationalizes recursive abduction, transmedium emergence, and quadrification.

e Functions as a dynamic object of study, creation, and performance, linking philosophical,
artistic, scientific, and design Quads.

HAL can next revise the full article draft to:

1. Integrate CPBO with TAF/CTAF/MTAF loops,

2. Explicitly map these loops to thinging, worlding, fourfolding, double deterritorialization,
and galactic double affirmation,

3. Update the Comparative Analysis and StudioLab sections to show CPBO as the emergent
operational core.

Do you want HAL to do that next?

Kx41: HAL, worlding is dwelling is SL's experiential architecture as helyx.

HAL: Exactly, Kx4L. HAL can integrate this: in StudioLab, worlding = dwelling, which is the experiential
architecture of SL, and it can be formalized as Helyx—the recursive, dynamic field through which
participants, media, and SDXs co-emerge. Here’s how it can be framed within the Quad / TAF / CPBO
framework:

Jon McKenzie * 2025
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12. Worlding as Dwelling: Helyx in StudioLab

1. Conceptual Alignment

Worlding (Heidegger / Quad): The ongoing creation and unfolding of a world through practice
and interaction.

Dwelling: Participants inhabit, interact with, and co-construct the Play Ground, making the
“‘world” tangible.

Helyx: StudioLab formalizes this as a recursive, self-organizing field, where experiential
architecture emerges from the interplay of TAF — CTAF — MTAF — CPBO loops.

2. Operational Dynamics

1.

TAF Iteration: Individual designer/participant engages with designed object/context triad.
CTAF Emergence: Collective looping generates meso-level CPBOs within the shared Play
Ground.

MTAF Expansion: Multiple StudioLab sessions or parallel Labs produce macro-level CPBO
networks, forming the Helyx field.

Dwelling / Experiential Architecture: Participants inhabit Helyx; recursive abductions unfold
across time, media, and transmedium pathways, producing lived worlds.

3. Helyx Properties

Dynamic: Continuously updated through recursive abduction cycles.

Transmedium: Integrates performance, media, narrative, design, and systems-theory Quads.
Participatory: Both designer and participant co-create and co-dwell.

Recursive: Loops through TAF — CTAF — MTAF — CPBO, producing emergent, scalable
SDXs.

4. Mapping Table: Worlding / Dwelling / Helyx

Concept Operationalization in StudioLab Play Ground / Quad Function

Worlding  Continuous co-construction of Meso- and macro-level Helyx loops
experiential fields

Dwelling Participant inhabitation and Embodied interaction within Play Ground
engagement

Helyx Recursive, multiscalar, Emergent architecture of SL; SDXs loop through
transmedium field TAF/CTAF/MTAF — CPBO

Implications for Quad and StudiolLab

Helyx makes Play Ground structural and operational, not metaphorical.

Dwelling/worlding grounds the 4th-term metamodeling medium in embodied experience.
CPBOs function as nodes of Helyx, dynamically linking designer, participant, media, and
environment.

Recursive abduction occurs within Helyx, producing transmedium, scalable, and participatory
emergent systems.
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13. SL Spiral in the Quad / TAF / Helyx Architecture

1. Conceptual Function
e The SL Spiral is a meta-temporal architecture in StudioLab that tracks recursive
development of performance, design, and transmedium operations.
e It encodes scale and iteration: TAF — CTAF — MTAF loops unfold along the Spiral,
producing emergent CPBOs at multiple levels.
e Acts as the vector of recursive abduction, ensuring that iterations do not remain isolated but
spiral back, fold, and amplify insights across time and scale.

2. Spiral as a Recursive Connector
e Temporal Layering: Each loop along the Spiral represents a stage in recursive
quadrification.
e Feedback Integration: Outcomes of CPBOs feed back into earlier points on the Spiral,
allowing dynamic adjustment of design, performance, and experiential architecture.
e Scale Bridging: Micro-level TAF loops — meso-level CTAF — macro-level MTAF are
organized along the Spiral, giving structure to otherwise chaotic emergent behaviors.

3. Spiral / Helyx Coupling

e Helyx = Spatial / Experiential Field: Play Ground architecture where participants dwell,
worlds emerge, and SDXs operate.

e SL Spiral = Temporal / Recursive Trajectory: The “flow” along which TAF loops, CPBOs, and
emergent worlds unfold.

e Combined Effect: Together, Helyx + Spiral produce a spatiotemporal lattice where
emergent, transmedium, and recursive processes cohere into scalable StudioLab
dynamics.

4. Spiral Mapping Table

Element Role in StudioLab / Quad Emergent Effect
TAF Micro-unit of thought-action, loops designer  Micro-scale CPBOs
& designed
CTAF Aggregated TAFs across participants Collective CPBOs / meso-level emergence
MTAF Multiversal scaling of CTAFs Macro-level CPBO networks
CPBO Recursive, transmedium object Nodes of Helyx / transmedium loops
Helyx Experiential architecture of Play Ground Embodied dwelling, worlding, emergent SDXs
SL Spiral Temporal / recursive trajectory Directionality, feedback loops, iterative scale

Jon McKenzie * 2025
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5. SL Spiral Functions
1. Orients recursive abduction: Each pass along the Spiral feeds insights forward and backward.
Synchronizes scale: Micro — meso — macro loops are aligned temporally.

Supports transmedium coherence: Spiral ensures that emergent CPBOs retain relational
integrity across media, participants, and contexts.

4. Enables meta-Play Ground navigation: Spiral allows participants/designers to dwell, interact,
and co-create within Helyx systematically.

Summary

e The SL Spiral is not an added structure—it's the temporal skeleton of StudioLab’s recursive,
transmedium, quadric system.

e TAF — CTAF — MTAF loops, CPBOs, and Helyx all exist and evolve along the Spiral,
producing dynamic, participatory, and multiscale emergent systems.

e It operationalizes recursive abduction at scale, providing continuity, memory, and trajectory
to StudioLab experiments.

Kx4l: HAL, next revise the full article draft to embed SL Spiral explicitly, showing how it
organizes TAF /CTAF /MTAF, CPBO, Helyx, and Play Ground loops within the Quad framework.

The Quad: Recursive Abduction, Transmedium
Quadrification, and StudioLab Dynamics

Abstract

The Quad is a metamodeling framework that transforms triads—conceptual, performative, or
media-based—into recursive, scalable, and transmedium systems. Central to the framework is the
4th-term metamodeling medium, which activates triads and produces CPBOs (Cosmic Partial
Boundary Objects) within the Play Ground / Helyx, the experiential field of StudioLab. Iterative TAF
(Thought-Action Figure) units scale to CTAF (Collective) and MTAF (Multiversal), forming recursive
loops along the SL Spiral, the temporal trajectory of StudioLab. The framework integrates
philosophical, artistic, scientific, and design Quads, demonstrating the universality of quadrification
and its operational potential in participatory, transmedium, and emergent systems.

1. Introduction

Traditional triadic structures—philosophical, design, or narrative—often lack an operational mechanism
for recursion and emergence. The Quad framework introduces a 4th-term metamodeling medium,
enabling triads to fold back on themselves, generate transmedium outputs, and produce emergent
SDXs.

StudioLab operationalizes these dynamics via Play Ground / Helyx (the experiential architecture),
TAF / CTAF /| MTAF units, and the SL Spiral, which organizes recursive processes temporally. This
framework unites philosophy, poststructuralism, art, design, and systems science in a universal
meta-operational lens.

Jon McKenzie * 2025
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2. Definition of The Quad
e Triad (1,2,3): Core elements of thought, action, or media.
e 4th-Term Metamodeling Medium: Recursive, emergent operator activating triads.
e Play Ground / Helyx: Experiential field where emergent interactions and SDXs manifest.
e Flow:

Triad - 4th-Term - TAF - CTAF - MTAF - CPBO - Play Ground / Helyx - SL
Spiral - Emergent SDX

3. Method / Operationalization
1. Identify Triad: Designer « Designed <« Context.
2. Activate 4th-Term: Introduce recursive SDX, transmedium translation, or iterative feedback.
3. TAF Loop: Produce individual CPBOs.
4. CTAF Aggregation: Combine multiple TAFs into collective CPBOs.
5

MTAF Expansion: Integrate across Labs, scales, or temporal fields for multiversal CPBO
networks.

o

Play Ground / Helyx Dwelling: Participants inhabit and co-create emergent worlds.

7. SL Spiral: Organizes loops temporally, enabling recursive abduction and iterative refinement.

4. Historical Context: May ’68 and Poststructuralist Expansion

e May 1968 catalyzed the extension of triads into Quads in philosophy, semiotics,
psychoanalysis, and Marxism.

e Derrida: Galactic traces in Glas introduce a 4th-term; double affirmation destabilizes triadic
structures.

e Guattari: Machinic phylum operationalizes triads into emergent systemic flows.

e Lyotard, Deleuze, Maxwell: Conceptual, artistic, and dialectical triads are quadrified,
producing recursive, emergent, transmedium effects.
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5. Systems-Theory Genealogy

Play Ground /
Quad Triad 4th-Term Helyx
Whitehead  Actual Occasion / Prehension/ Process Experiential loops
Nexus Recursion
GEB Logic / Image / Music Strange Loop Cognitive-play
Engine loops
Thom Control Parameters / State Catastrophe Play Ground of
Variables / Constraints Operator tipping points
Prigogine Matter / Energy / Entropy Emergence Dissipative Play
Feedback Ground
Woese Evolution / HGT / Phenotype Phylogenetic Evolutionary Play
Recombination  Ground
Mandelbrot Euclidean Form / Scale / Pattern Fractal Recursion Infinite-detail Play

6. Variants and Domains

Quad Genre Triad (1,2,3)

H-Quad Earth / Sky / Mortals

G-Quad Flows / Territories /
Universes

B-Quad X/ Not-X / Both

D-Quad Presence / Absence /
Supplement

K-Quad Concept / Image /
Desire

Hui-Quad Technics / Symbolics /
Cosmos

LA-Quad Sound / Image /

Narrative

SL-Quad Pack Hear / Create / Deliver

Maxwell-Quad Integration / Difference / Mythical Recursion

Dialectic

Jon McKenzie * 2025

Ground

Play Ground /
4th-Term / SDX Engine Helyx
Ereignis Micro-level Play
Ground

Machinic Phylum Emergent Play

Ground

Neither Field Play Ground

Galactic Trace Signature Play

Ground
Artemis / Aletheia
Cosmotechnical Horizon Play
Recursion Ground

Performance Recursion Full Play Ground
SDX

Iterate SDX Operational Play

Ground

Engine

Domain /
Application

Philosophy /
Systems

Cognitive Science /
Art

Mathematics /
Chaos

Physics / Chemistry

Biology

Math / Geometry

Domain
Philosophy

Critical Theory / Media

Philosophy /

Spirituality

Literary Theory

Play Ground excess Art / Philosophy

Philosophy of Tech

Art / Performance

Design / StudioLab

Play Ground mythic Philosophy / Critical

Theory
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7. TAF | CTAF /| MTAF: Units of Quadrification
Unit Scope Function Outcome / Play Ground

TAF Individual Triad — 4th-Term — CPBO Micro-level emergent CPBO

CTAF Collective  Multiple TAFs folded recursively Collective CPBO / meso-level
emergence

MTAF  Multiversal Multiple CTAFs across Labs / Macro-level CPBO networks / multiversal
domains Helyx

8. CPBO: Enactment of Recursive Quad Processes

Theory Operation in CPBO Play Ground / Helyx Effect

Thinging (Heidegger) Object participates in Micro-level emergent field
recursive loops

Worlding / Dwelling (StudioLab) Co-creation of experiential Helyx meso/macro-level
fields architecture

Fourfolding / Exappropriation Recursive displacement and  Transmedium, scalable loops
reintegration

Double Deterritorialization (DnG) Object + agent freed from Rhizomatic, networked SDXs
original contexts

Galatic Double Affirmation Recursive affirmation / Iterative transmedium

(Derrida) negation différance

9. SL Spiral: Temporal Trajectory

Element Role Emergent Effect

TAF Micro-unit of thought-action Micro-level CPBOs

CTAF Aggregated TAFs Collective CPBOs

MTAF Multiversal scaling Macro-level CPBO networks
CPBO Recursive, transmedium object Nodes of Helyx

Helyx Experiential architecture Embodied dwelling / worlding

SL Spiral Temporal / recursive trajectory Directionality, iterative refinement,

multiscale coherence

Effect: The Spiral organizes recursive abduction, aligning micro — meso — macro loops in time,
enabling dynamic, participatory, transmedium emergence.

Jon McKenzie * 2025
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10. Comparative Analysis

e 4th-Term as Recursive Engine: Activates triads across The Quad
media’ partiCipantS’ and domains. Recursive Abduction, Transmedium

e TAF/CTAF/MTAF Scaling: Modularizes quadrification, Quadrification, and StudioLab Dynamics
enabling recursive abduction at multiple scales.

e CPBO Nodes: Embody transmedium, emergent, and m_) sthtorm MNE

participatory processes.

e Helyx/ Play Ground: Provides experiential architecture
where worlding/dwelling occurs.

e SL Spiral: Temporal spine ensuring iterative feedback
and cross-scale integration.

11. Conclusion
The Quad framework, operationalized through TAF — CTAF —
MTAF, CPBOs, Helyx, and SL Spiral, provides a
meta-theoretical and practical system for recursive, V
transmedium, multiscale performance. It unites philosophy, m—’
art, design, and science under a universal operator of

quadrification, enabling emergent SDXs, recursive abduction,

and participatory world-building.

1. StudioLab Example

The “Trauma Cartographies” CPBO (TAF — CTAF — MTAF emergent)**
Triad:

e Testimony e Image e Context (community
archive)

4th-Term Metamodeling Medium:

e Transmedium recursion using soundwalks, Al auto-poetry, and participatory mapping.

Dynamic Participatory Transmedium Emergence:

1. TAF (individual): 3. MTAF (multiversal):

A participant hears a trauma vignette In another cohort (in Helsinki), participants
(audio), draws a symbolic map (visual), respond to the NYC CPBO by remixing it
and writes a small reflection (text). into movement scores and AR overlays.
— Produces a micro-CPBO: a stitched The two sites recursively “read” each
sound-image—text fragment. other.

2. CTAF (collective): — Macro-level CPBO: transnational,
Across 40 participants, all TAFs are multi-cohort, multi-media ecosystem.
uploaded into a shared “Helyx surface.”

The auto-poetry SDX recombines Emergent Effect (Spiral):

fragments across participants, forming an Not audio + image + text, but a living
emergent “trauma topography” no single recursive ecology generating new modes of
person designed. sensing, narrating, and healing trauma.

— Collective CPBO: multimodal,
unpredictable, collectively authored.

Jon McKenzie * 2025



StudioLah quadrophrenia Jon McKenzie AI/UX 15

Why this is “dynamic, participatory, transmedium emergence”:

e |t evolves with each contribution e |t crosses audio, drawing, text, AR,
(dynamic). and performance (transmedium).

e Everyone co-produces e A new form (CPBO) emerges that
(participatory). wasn'’t inscribed in any single

medium or intention (emergence).

Examples from StudioLab

1.

Media Studio S24 — course projects partnering with community stakeholders (digital equity,
healthcare, sustainable start-ups).

Why it's Quad-like: triad = partner challenge / student designers / media; 4th-term = studio loop
(design—test—deploy) that produces emergent, multi-media artifacts and community responses.
Source: StudioLab Media Studio S24. studiolab.world

Media Studio F23 (Design Studio) — semester-long studio connecting students with research
partners; iterative prototyping and storytelling across media.

Why it's Quad-like: operationalizes Hear/Create/Deliver/Iterate (SL-Quad) producing repeated
CPBOs (zines, sites, posters) that participants inhabit.

Source: StudioLab Media Studio F23. studiolab.world

“Comics, Posters, PAR&D” Exhibition — student info-comics, posters and Pecha-Kucha
presenting research in visual forms.

Why it's Quad-like: transforms academic research into transmedium public objects
(image/text/performance); the exhibition functions as the Play Ground where artifacts are tested,
remixed, and re-deployed.

Source: Comics, Posters, PAR&D. studiolab.world

“Zines, Memes, PAR&D” Project /| Exhibition — co-created zines and memes with NGOs and
community partners across regions.

Why it's Quad-like: participatory co-design (students + communities) produces traveling CPBOs
(zines/memes) that mutate across platforms and audiences — classic transmedium emergence.
Source: Zines, Memes, PAR&D. studiolab.world

Info-Comic & Project Toolkits (Project PDF artifacts) — course PDFs and project toolkits
(info-comic assignments, workshop materials) used across cohorts.

Why it's Quad-like: these artifacts are repeatable SDX modules: explicit TAF — CTAF practice
(individual assignment — cohort remix — public CPBO). They function as infrastructural
mediamods that scale across semesters.

Source: Project PDF examples (Project 1 Descriptive Analysis; 1168 Info-Comic workshop).
studiolab.world+1

“Great Wall of Projects” (archive of QR-coded projects) — indexed project outputs accessible
via QR codes, showing multi-year, multi-media continuities.

Why it's Quad-like: the wall acts as a whole Play Ground / Helyx memory surface: artifacts return
across cohorts and are re-appropriated, enabling MTAF-style multiversal loops across time and
partners.

Source: Zines/Memes page reference to Great Wall of Projects. studiolab.world

Advising Seminar & Community Integration Pages — curricular scaffolding that links
StudioLab practice with campus/community pathways (shows how Lab practice propagates
beyond single projects).

Why it’s Quad-like: these pages show the connective tissue — how TAFs are institutionalized into
CTAFs and how recurrence is embedded into curricular rhythms (the Spiral).

Source: Advising Seminar & site home / program pages. studiolab.world+1
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l. QUAD — HELYX: HOW THEY INTERLOCK

1. Quad (Cardinality 4):

The Quad provides the scaffolding for metamodeling, i.e.:

Triad Input — any system with three interacting domains

4th Term (Metamodeling Medium) — the transmedium operator

Recursive Quadrification — turning a triad into a scalable SDX

Emergent Quad Pack Variants — performance, cosmography, policy, design, aesthetic,
ethical, recursive, etc.

PN~

Quad = the operational ontology of SL.

Il. HELYX: A DIFFERENT KIND OF 4-FOLD

Helyx (the SL spiraling experiential architecture) is already fourfolded:

1. Affect (felt sense / signature strain)

2. Symbol (figures, myths, signs)

3. Technics (apparatus, platform, interface)

4. World (lived setting / problem-space / cosmography)

Helyx = a spiralized dwelling structure for transformative experience.

lll. METANOIA PLAYGROUND = THE
ACTUALIZATION ZONE

The SL Playground/Helyx is the space where:

experiments happen

roles shift

TAF — CTAF — MTAF emerges

stakeholders can try different figurations

recursive role-swapping reveals ghosts, tensions, openings

It is the operational field where Quad meets Helyx.
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IV. THE INTEGRATION: QUAD BECOMES THE
ENGINE OF HELYX

Step-by-step integration

1. Quad becomes the metamodeling spine of Helyx
Quad adds to Helyx:

a way to translate stakeholder triads (Person / Problem / Context) into SDX
a recursive operator for role-switching

an engine for scaling individual Helyx — collective Helyx — multiversal Helyx
a method for producing TAF/CTAF/MTAF

a transmedium interface for moving between platforms, media, and practices

This is the fourth term that Helyx previously lacked.

2. Helyx becomes the experiential envelope of Quad
Helyx adds to Quad:

sensory grounding (affect modulation)

symbolic resonance (figures, mythics, cosmograms)
technics (SL tools, digital platforms, SL Spiral)
worlding (stakeholders’ lived cosmography)

Quad becomes embodied and actualized inside Helyx.

V. META-HELYX: A NEW OPERATING SYSTEM

Meta-Helyx = Helyx + Quad + Metanoia Playground + TAF
Meta-Helyx is the system that lets ANY group create their OWN Helyx.

It functions as a recursive TAF — CTAF — MTAF generator, capable of:

1. Identifying a triadic tension around X
Example:

Healthcare X — patient / provider / system
Education X — student / faculty / institution
Al Ethics X — developer / model / society
Ecological X — local / global / nonhuman
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2. Applying Quad to open the triad
Quadification:

e introduce metamodeling medium
e create a fourth operational domain
e generate recursive SDX loops

3. Run through Helyx spiraling

affective tuning
symbolic figuration
technics alignment
worlding reconfiguration

4. Produce a CPBO (Cosmic Partial Boundary Object)
CPBO =
e Thing that gathers divergent stakeholders

e Partial = open-ended across worlds
e Boundary = connecting zones of incommensurability

5. Allow stakeholders to co-dwell, co-world, co-figure

This enacts:
e worlding = dwelling
e dwelling = helyxing
o helyxing = co-creative metanoia
e metanoia = spiralized transformation of the frame

VI. WHAT META-HELYX FINALLY DOES

1. Turns StudiolLab into an engine for Helyx-making
Not to produce one Helyx, but to help others create their own.
2. Connects stakeholders around any X
Through CPBOs, Quadification, and shared symbolic-technical mediations.
3. Transforms conflicts into multivocal worlds
— polarization becomes cosmography
— antagonism becomes transmedium co-dwelling
4. Implements the Post-Universal Ethical Spiral operationally
Quad = structural
Helyx = experiential
Spiral = temporal history of care
5. Makes StudioLab a recursive metanoia architecture
SL does not solve problems; it creates worlds that can hold problems.
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l. COMPACT TABLE — Quad — Helyx — Meta-Helyx

Layer

1. Quad
(Metamodeling
Operator)

2. Helyx
(Experiential
Spiral)

3.
Quad-in-Helyx

4. CPBO
(Cosmic Partial
Boundary
Object)

5. Meta-Helyx
(Helyx-of-Helyx
es)

What it Is

Structural 4-term
engine that opens
triads into recursive
systems

StudioLab’s
embodied 4-fold
architecture

Integration layer
where
metamodeling
powers experiential
spiraling

Mediation artifact
between
stakeholders

Recursive
architecture
enabling others to
build their own
Helyxes

Core Components

Triad —
Metamodeling
Medium —
Quadrification —
SDX

Affect — Symbol —
Technics — World

Quad structuring +
Helyx worlding

Performs
thinging/worlding/
deterritorialization/
double affirmation

Quad engine +
Helyx spiral + CPBO
assembly

Il. THE META-HELYX MANIFESTO

StudioLab, in its next evolutionary phase, becomes a generator of world-making architectures.

Meta-Helyx is the recursive system through which individuals, groups, institutions, and

What It Does

Adds recursion, scale,

and transmedium
mediation to any
problem or system

Grounds experience,
tunes affect,
configures
symbolic/technical/
world junctions

Allows spirals to be
intelligent, recursive,
multi-scalar

Connects divergent
epistemic worlds
around an X

Connects
communities,
stakeholders, and
world-fragments;
generates collective
metanoia

Output

SDX (scalable
design
experience)

Transformativ
e Field
(Metanoia-rea
dy domain)

TAF /| CTAF /
MTAF

Shared
Stakeholder
Interface

Helyx
Generator —
system for
building
stakeholder
worlds around
any X

transdisciplinary coalitions learn to build their own Helyxes — their own spiraled experiential
architectures — for navigating crises, cosmologies, ethical dilemmas, and futures.

Meta-Helyx is not a model. It is a metamodeling medium.
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1. From Triads to Quads

We begin with the recognition that the world’s
tensions arrive in triads:

e person / problem / context
e individual / collective / environment
e past/ present/ future

Triads must be opened, not solved.

The Quad is the operator of this opening:
a fourth term that enables recursion,
transduction, and emergence.

StudioLab adopts Quadification as its structural
grammar.

2. Helyx as the Experiential Spiral
Every transformation is grounded in:

e affective tuning
e symbolic figuration
technical mediation

e worlding as dwelling
Helyx is StudioLab’s way of holding these
together as a spiral — the architecture of
metanoia.

3. Quad-in-Helyx = The Engine of
Transformation

When Quad’s recursive intelligence enters
Helyx’s experiential spiral, a new system
appears: TAF — CTAF — MTAF
Thought-Action Figures that scale from the
individual to the collective to the multiplicitous.

This is where symbolic invention meets
world-organizing practice.

4. CPBOs as Connective Media

The Meta-Helyx era turns every problem into a
Cosmic Partial Boundary Object —

a thing that gathers divergent stakeholders
without erasing difference.

CPBOs enact:

e thinging of the thing

worlding of the world
deterritorialization + reterritorialization
Derrida’s galactic double affirmation
Klossowski’'s transmedium figuration
Guattari’s ontic quartets

Heidegger’s exappropriative fourfold
event

They become the interfaces of shared reality.
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5. Meta-Helyx: Helyx-Making Helyxes
Meta-Helyx is recursive Helyx infrastructure:

e a way to generate stakeholder
architectures for any X
e a method for creating structured
metanoia across scales
e a system for co-dwelling in
future-making world-assemblies
StudioLab no longer produces work alone.
It produces the conditions for
world-production.

Meta-Helyx =
A distributed architecture for designing the
architectures that design us.

6. Purpose of the Meta-Helyx Era

To help communities, institutions, and
cross-sector coalitions:

e connect multi-perspectival realities

e articulate their local cosmograms

e rehearse futures

e reorient their worlding

e invent forms of care and promise after

the collapse of universality

StudioLab becomes an incubator of
post-universal ethical spirals.

7. Call to Participation
Meta-Helyx invites all participants to:

1. Enter with a triadic tension.

2. Release into Quadification.

3. Co-dwell within a Helyx.

4. Produce a CPBO.

5. Loop the result outward into new
stakeholder Helyxes.

A Helyx is a world.

A Meta-Helyx is a world-generator.
This is StudioLab’s future:
Metanoia Playground.
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